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Non-human	 25%	human	 50%	human	 75%	human	 Human	
Figure	15:	Image	set	for	one	example	of	a	statue	to	human	morph.		
An	example	illustrating	each	category	is	shown	in	Figure	16	below.		
	 	 	 	













































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































Positive	term	 Artificial	 Cluster	1	 Cluster	2	 Cluster	3	 Human	 Grand	Total	
comfortable	 10	 	 3	 18	 21	 52	
Happiness	
happy	 15	 	 	 18	 7	 40	
amused	 19	 	 	 	 2	 21	
ok	 7	 1	 4	 4	 5	 21	
at	ease	 2	 	 1	 9	 6	 18	
good	 3	 	 1	 6	 3	 13	
comforted	 1	 	 1	 5	 3	 10	
fine	 3	 1	 	 5	 1	 10	
interested	 3	 1	 2	 2	 	 8	
cheerful	 5	 	 	 	 1	 6	
friendly	 	 	 	 3	 3	 6	
safe	 2	 	 	 2	 2	 6	
intrigued	 1	 	 2	 1	 1	 5	
warm	 	 	 	 2	 3	 5	
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Positive	term	 Artificial	 Cluster	1	 Cluster	2	 Cluster	3	 Human	 Grand	Total	
confident	 	 	 	 4	 	 4	
positive	 1	 	 	 3	 	 4	
reassured	 	 	 	 3	 1	 4	
acceptable	 1	 	 1	 1	 	 3	
non-threatened	 1	 	 	 1	 1	 3	
relaxed	 	 	 	 1	 2	 3	
attracted	 	 	 	 2	 	 2	
companionable	 	 	 1	 1	 	 2	
funny	 2	 	 	 	 	 2	
pleasant	 1	 	 	 1	 	 2	
protective	 1	 	 1	 	 	 2	
secure	 1	 	 1	 	 	 2	
supported	 	 	 	 	 2	 2	
charmed	 1	 	 	 	 	 1	
compassionate	 	 	 1	 	 	 1	
content	 	 	 	 1	 	 1	
excited	 	 	 	 1	 	 1	
fascinated	 	 	 	 1	 	 1	
maternal	 	 1	 	 	 	 1	
neighbourly	 	 	 	 1	 	 1	
peaceful	 	 	 	 1	 	 1	
pleased	 	 	 	 1	 	 1	
trusting	 	 	 	 	 1	 1	
Grand	Total	 80	 4	 19	 98	 65	 266	
Table	23:	Frequencies	of	key	positive	emotion	terms	for	five	face	types,	by	descending	frequency.		
Negative	term	 Artificial	 Cluster	1	 Cluster	2	 Cluster	3	 Human	 Grand	Total	
Creeped	/	creep	
/	creepy	 8	 33	 10	 4	 8	 63	
scared	 1	 41	 4	 2	 2	 50	
uncomfortable	 3	 11	 23	 4	 9	 50	
uneasy	 1	 9	 14	 3	 5	 32	
disturbed/disturb
ing	 1	 13	 5	 2	 3	 24	
unsettled	 4	 4	 8	 4	 1	 21	
unnerved	 1	 5	 9	 	 2	 17	
freaked/freaky	 2	 10	 1	 1	 2	 16	
weird	 3	 1	 4	 1	 	 9	
frightened/	
frightening	 	 5	 3	 	 	 8	
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Negative	term	 Artificial	 Cluster	1	 Cluster	2	 Cluster	3	 Human	 Grand	Total	
scrutinised	 2	 	 6	 	 	 8	
terrified	 	 8	 	 	 	 8	
bad	 	 4	 1	 1	 1	 7	
disconcerted	 	 2	 3	 1	 1	 7	
sad	 2	 2	 2	 	 1	 7	
nervous	 	 2	 3	 1	 	 6	
strange	 	 	 1	 1	 4	 6	
annoyed	 1	 	 	 	 4	 5	
intimidated	 1	 	 2	 1	 1	 5	
bored	 1	 1	 	 1	 1	 4	
cold	 1	 	 3	 	 	 4	
repulsed	 2	 1	 1	 	 	 4	
spooked	 	 2	 2	 	 	 4	
anxious	 	 3	 	 	 	 3	
disgusted	 	 	 	 2	 1	 3	
eerie	 	 1	 2	 	 	 3	
threatened	 	 	 2	 1	 	 3	
unpleasant	 	 2	 1	 	 	 3	
worried	 1	 	 1	 	 1	 3	
apathetic	 2	 	 	 	 	 2	
apprehensive	 	 1	 1	 	 	 2	
awful	 	 2	 	 	 	 2	
bothered	 	 2	 	 	 	 2	
cautious	 	 	 	 1	 1	 2	
confused	 	 	 1	 	 1	 2	
depressed	 	 	 1	 	 1	 2	
disdainful	 1	 	 	 	 1	 2	
distant	 1	 1	 	 	 	 2	
embarrassed	 	 	 1	 1	 	 2	
guilty	 	 	 1	 	 1	 2	
jealous	 	 	 1	 1	 	 2	
judged	 	 	 1	 	 1	 2	
repelled	 	 	 1	 	 1	 2	
suspicious	 1	 	 1	 	 	 2	
wary	 	 	 1	 	 1	 2	
alarmed/alarming	 	 1	 	 	 	 1	
angry	 	 1	 	 	 	 1	
awkward	 	 	 1	 	 	 1	
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Negative	term	 Artificial	 Cluster	1	 Cluster	2	 Cluster	3	 Human	 Grand	Total	
concerned	 	 1	 	 	 	 1	
conflicted	 	 	 	 	 1	 1	
guarded	 	 	 1	 	 	 1	
haunted	 	 1	 	 	 	 1	
horrified	 	 1	 	 	 	 1	
nightmarish	 	 1	 	 	 	 1	
paranoid	 	 	 1	 	 	 1	
perturbed	 	 1	 	 	 	 1	
tense	 	 1	 	 	 	 1	
unacceptable	 	 	 	 1	 	 1	
Grand	Total	 40	 174	 124	 34	 56	 428	
Table	24:	Frequencies	of	key	negative	emotion	terms	for	five	face	types,	by	descending	frequency.		
Neutral	term	 Artificial	 Cluster	1	 Cluster	2	 Cluster	3	 Human	 Grand	Total	
neutral	 8	 1	 11	 8	 13	 41	
calm	 1	 	 	 7	 2	 10	
indifferent	 1	 	 4	 1	 3	 9	
ambivalent	 2	 	 1	 1	 3	 7	
curious	 4	 	 2	 	 	 6	
normal	 	 	 	 2	 3	 5	
mixed	 1	 	 	 	 1	 2	
nostalgic	 	 	 	 	 2	 2	
amazed	 	 	 	 1	 	 1	
Calm/	
curious	 1	 	 	 	 	 1	
emotionless	 	 	 1	 	 	 1	
maternal	 1	 	 	 	 	 1	
puzzled	 1	 	 	 	 	 1	
startled	 	 1	 	 	 	 1	
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Training	Images	 	 	 	 	 	 	 	 	 	 	
   
Table	30:	All	foil	and	experimental	images	used	for	Phase	2,	by	image	category	and	non-human/human	















































































































































































































































































































































































































































Phase	 Face	description	 Orientation	 Mean	Eeriness	
1	 Cluster	1	Face	(Low	human,	highly	strange)	 Upright	 9.6	
1	 Cluster	2	Face	(Medium	human-likeness	and	strangeness)	 Upright	 7.0	
1	 Non-human	anchor	(robot)	 Upright	 3.5	
1	 Human	anchor	 Upright	 2.9	
1	 Cluster	3	Face	(High	human,	low	strange	and	eerie)	 Upright	 2.4	
2	 Animal	-	50%	human	 Upright	 7.7	
2	 Robot	-	50%	human	 Upright	 6.8	
2	 Robot	-	75%	human	 Upright	 6.4	
2	 Robot	-	25%	human	 Upright	 6.3	
2	 Animal	-	75%	human	 Upright	 6.1	
2	 Statue	-	50%	human	 Upright	 6.0	
2	 Statue	-	25%	human	 Upright	 6.0	
2	 Doll	-	Non-human	 Upright	 5.8	
2	 Statue	-	Non-human	 Upright	 5.7	
2	 Statue	-	75%	human	 Upright	 5.3	
2	 Doll	-	25%	human	 Upright	 5.1	
2	 Animal	-	25%	human	 Upright	 5.0	
2	 Doll	-	50%	human	 Upright	 4.6	
2	 Robot	-	Non-human	 Upright	 4.6	
2	 Statue	-	Human	 Upright	 3.4	
2	 Doll	75%	human	 Upright	 3.2	
2	 Animal	-	Human	 Upright	 3.0	
2	 Animal	-	Non-human	 Upright	 2.4	
2	 Doll	-	Human	 Upright	 2.4	
2	 Robot	-	Human	 Upright	 2.3	
3	 Happy	face,	fearful	eyes	 Inverted	 5.3	
3	 Happy	face,	angry	eyes	 Inverted	 4.9	
3	 Happy	face,	fearful	eyes	 Upright	 4.5	
3	 Happy	face,	sad	eyes	 Inverted	 3.9	
3	 Happy	face,	neutral	eyes	 Inverted	 3.9	
3	 Happy	face,	angry	eyes	 Upright	 3.7	
3	 Angry	face,	happy	eyes	 Inverted	 3.7	
3	 Disgusted	face,	neutral	eyes	 Inverted	 3.5	
3	 Neutral	face,	fearful	eyes	 Inverted	 3.5	
3	 Angry	face	and	eyes	 Inverted	 3.4	
3	 Angry	face,	neutral	eyes	 Inverted	 3.3	
3	 Fearful	face	and	eyes	 Inverted	 3.3	
3	 Happy	face,	sad	eyes	 Upright	 3.2	
3	 Disgusted	face,	happy	eyes	 Inverted	 3.2	
3	 Angry	face,	happy	eyes	 Upright	 3.2	
3	 Disgusted	face	and	eyes	 Inverted	 3.2	
3	 Neutral	face,	disgusted	eyes	 Inverted	 3.1	
3	 Fearful	face,	happy	eyes	 Inverted	 3.0	
3	 Sad	face,	happy	eyes	 Inverted	 3.0	
3	 Happy	face,	neutral	eyes	 Upright	 2.9	
3	 Angry	face,	neutral	eyes	 Upright	 2.9	
3	 Sad	face	and	eyes	 Inverted	 2.8	
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Phase	 Face	description	 Orientation	 Mean	Eeriness	
3	 Neutral	face,	fearful	eyes	 Upright	 2.8	
3	 Fearful	face,	happy	eyes	 Upright	 2.7	
3	 Fearful	face,	neutral	eyes	 Inverted	 2.7	
3	 Neutral	face,	angry	eyes	 Inverted	 2.7	
3	 Neutral	face,	sad	eyes	 Inverted	 2.7	
3	 Fearful	face	and	eyes	 Upright	 2.6	
3	 Angry	face	and	eyes	 Upright	 2.6	
3	 Sad	face,	neutral	eyes	 Inverted	 2.6	
3	 Disgusted	face,	neutral	eyes	 Upright	 2.5	
3	 Happy	face	and	eyes	 Inverted	 2.5	
3	 Neutral	face,	disgusted	eyes	 Upright	 2.5	
3	 Sad	face,	happy	eyes	 Upright	 2.5	
3	 Neutral	face	and	eyes	 Inverted	 2.5	
3	 Fearful	face,	neutral	eyes	 Upright	 2.4	
3	 Disgusted	face,	happy	eyes	 Upright	 2.3	
3	 Disgusted	face	and	eyes	 Upright	 2.3	
3	 Neutral	face,	happy	eyes	 Inverted	 2.3	
3	 Happy	face,	disgusted	eyes	 Inverted	 2.3	
3	 Neutral	face,	happy	eyes	 Upright	 2.2	
3	 Happy	face	and	eyes	 Upright	 2.1	
3	 Happy	face,	disgusted	eyes	 Upright	 2.0	
3	 Neutral	face,	angry	eyes	 Upright	 2.0	
3	 Sad	face,	neutral	eyes	 Upright	 2.0	
3	 Neutral	face,	sad	eyes	 Upright	 2.0	
3	 Neutral	face	and	eyes	 Upright	 1.9	
3	 Sad	face	and	eyes	 Upright	 1.7	
Table	32:	Table	comparing	mean	eeriness	ratings	for	images	used	in	each	research	phase.	
